GAME UTILIZING NON-IDENTICAL SEQUENTIAL 
IMAGES AS A WINNING CONDITION 

Background of the Invention 

The present invention relates generally to games that utilize non-identical, sequential, related 
images as a winning condition. The game may be especially adapted for casino type wagering 
machines and may employ a sports theme, such as a football theme. 

Casino slot machines initially used a series of rotatable mechanical reels, a mechanical ami 
to actuate the spinning of each reel, and a mechanism for stopping each reel at a randomly selected 
arcuate position. Each reel bore about its periphery a plurality of symbols such as oranges and 
cherries, and if identical symbols appeared in a horizontal'row across the reels, then the player won 
a preselected amount of money or other prize. 

Later slot machine developments employed three reels, and if identical symbols appeared 
across any one of three horizontal rows, or diagonally, then the player was awarded a preselected 
prize. Still later developments in video technology simulated the spinning of mechanical reels on 
a video monitor screen, usually randomly displaying symbols in a single row of three frames or in 
a so-called 3x3 array in which symbols were depicted in nine different frames arranged in a matrix 
of three columns and three rows. In this latter prior art version, a player could achieve a winning 
condition and a preselected amount of money if identical symbols appeared in any of the three 
horizontal rows or in any diagonal ■ ■ - 

Other developments in slot machine technology permitted the player to initially spin all of 
the reels (or cause a virtual spin of all of the reels on a video monitor), decide whether to "hold" any 
of the reels in its position after the original spin, and then initiate another, second spin of the reels 
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not "held", in an attempt to achieve a winning condition. 

In another type of casino game involving draw poker, cards from a standard 52 card deck are 
randomly displayed on a video monitor in each frame in a row of five frames. The player may then 
decide which of the cards to "hold' 1 ., and new cards from the remaining cards of the 52 card deck are 
then displayed in the' frames that are not "held". The final five card hand appearing on the video 
monitor is then compared against conventional poker rankings to assess whether the player has 
achieved a winning condition which entitles the player to an award. It is also known that in such 
video poker games, a winning condition may be, for example, a sequential royal flush in which the 
cards appear sequentially in poker rank across the video screen, either from left to right, or from right 
to left. , 

The present invention generally relates to a game in which the winning condition is the 
display of a series of non-identical, sequential, related images forming an event, such as pass play 
in the game of footbalL 

Summary of the Invention 
The present invention relates to a method of playing a game in which a library contains a 
plurality of events depicted in a series of sequential, non-identical images identified as a first image, 
a second image, etc. A first image selected from the plurality of first images in the library is 
displayed in a frame, such as a frame on a video monitor. Likewise, a selected one of the second 
images from the plurality of second images in the library is displayed in a second frame. If the 
images displayed in the frames sequentially depict the first and second images of the event, then a 
winning condition is achieved. An apparatus for performing the method is also disclosed. 



The present invention will be described with reference to the accompanying drawings, 
wherein: 

Figure 1 is a plan, schematic view of a casino machine capable of being utilized in the game 
of the present invention; 

' Figure 2 is a schematic illustration of a single row of three frames that may be utilized in the 
game of the present invention; 

Figure 3 is a schematic illustration of a video monitor containing a 3 x 3 matrix array of 
frames that may be utilized in the game of the present invention; and 

Figure 4 is a block diagram schematically showing the control system that may be utilized 
in the casino machine shown' in Figure 1 . 

Description of the Preferred Embodiment 

The invention will be described with reference to the accompanying drawings, wherein like 
reference numerals refer to the same item. . 

There is shown in Figure l_a video type casino game machine 10 including a box shaped 
housing 12. The front face of the housing 12 typically bears graphic designs associated with the 
game, which may include the name of the game, which in the illustrated example is "FANTASY 
FOOTBALL". A video monitor 14 is mounted in the housing 12 for the video display of various 
information pertaining to the game. An inclined ledge or surface is disposed immediately below the 
video monitor 14 and includes a player control panel 16 which in turn includes several manually 
activated buttons 18, 20, 22, 24, 26, 28, 30, and 32, which are used by a player to control various 
aspects of the play of the game. Player game commands may also be implemented by means of 



conventional touch screen technology as an alternative to, or in addition to, commands initiated 
through manually depressing the player control buttons. The machine 10. also includes a bill 
validator or acceptor 34 by which a player may insert paper money and obtain credits in connection 
with the play of the game. The foregoing type, of casino machine is well-known in the industry. 

The game of the instant invention will be described with reference to a football game, 
although it should be appreciated that the instant invention is not limited in the scope to this specific, 
preferred embodiment. Several different series of sequential images forming an event may be 
inputted into a microprocessor memory or library. For example, the events may be a pass play, a 
run play, a punt return, a kick off return, a field goal attempt, a safety, a pass interception, and a 
fumble recovery. Each event is formed by at least two separate, non-identical images which 
illustrate a sequence of the event. In a sense, the preferred embodiment includes "still" images 
occurring at different sequential times during the event. For example, the event of a pass play may 
be illustrated by three separate, non-identical images as follows: a first image showing a football 
player in a position of throwing a football, a second image of a football in the air and heading toward 
a receiver, and a third image of a receiver catching the football. Similarly, the event of a run play 
may be illustrated by three images as follows: a first image of a player handing the football to a 
running player, a second image of the player running with the football through the line of 
scrimmage, and a third image of the player running with the football and pursued by opposing 
players. 

It will be appreciated that a player of the casino game would identify with players having 
uniforms of a particular color or style and that players depicted with uniforms of a different color 
or style would be considered opposing players. The event of a pass interception might be depicted 



by three separate, non-identical images as follows: a first image depicting an opposing player (i.e., 
with an opposing player's uniform) in a position ready to pass the football, a second image of a 
football in the air and heading toward both an opposing player and a player identified with the casino 
game player, and a third image of the ball being caught by the player identified with the casino 
player. 

For purposes of example, consider that the game includes seven different events related to 
a football game, and that each event is depicted by three separate, non-identical images, which 
sequentially illustrate the event. These images are inputted into a microprocessor memory or library. . 
The microprocessor is programmed so that it can display the images into a template portrayed on the 
video monitor 14 as three frames, 36, 38, and 40 arranged in a horizontal row, as illustrated in Figure 
2. Each of the frames 36, 38, and 40 is substantially square, however, it should be appreciated that 
the frame configuration may assume a variety of different shapes. The microprocessor is 
programmed to randomly generate a selected one of the seven first images in the left most frame 36, 
to randomly generate a selected one of the seven second images in the middle frame 38 and to 
randomly generate a selected one ofthe seven third images in the right most frame 40. If the images 
displayed in the frames 36, 38, and 40 sequentially illustrate a single event, then a winning condition 
has been achieved. It will be appreciated that the odds of obtaining such a winning condition are one 
in 49. Alternatively, if any two of the frames contain images of a single event, then a different 
winning condition (with a lesser payback to the casino game player) is achieved. 

In another, alternative embodiment, after the microprocessor initially randomly generates 
each of the images in the frames 36, 38, and 40, the player may selectively decide to "hold" any of 
the images, by manually depressing a "hold" button in a well-known manner. The player will then 



depress another player control button by which the microprocessor will randomly generate images 
in the frames that were not "held". In this latter embodiment, the player is allowed a second chance 
to achieve a winning condition. 

In yet another embodiment, after the player is allowed a second chance as described above, 
the player may again selectively "hold" the images in any of the frames and command the 
microprocessor to again randomly generate an image in each of the frames that were not "held". 
Thus the player may be allowed a third chance to achieve a winning condition. When the instant 
invention is used in connection with a football type game, this alternative embodiment in essence 
gives the player three downs to achieve a winning condition. 

It should be appreciated that the images might be purely randomly generated, or that the 
frequency of the appearance of certain images might be weighted relative to the frequency of the 
appearance of other images. 

It should be appreciated that the instant invention may be utilized with mechanical reels 
instead of a video monitor 14 and that the video monitor 14 may display an imaginary, mechanical 
reel, also known as a virtual reel, which creates the visual sensation that a reel is spinning, or the 
video monitor 14 may simply flash the images into the frames 36, 38, 40. 

It should also be appreciated that although the frames 36, 38, and 40 have been arranged 
horizontally on the video monitor 14, the frames could be arranged vertically, or in some other 
direction or alignment. 

In order to assist the casino game player in assessing which event an image appearing in a 
frame 36, 38, 40 in part illustrates, the present invention contemplates that the image appearing in 
each of the frames, 36, 38, and 40 may include a written description of the event with which the 



image is. associated, for example, the first image of a pass play appearing in frame 36 might include 
the words "PASS PLAY". 

The invention, also contemplates that if all three images appearing in frames 36, 38, 40 
illustrate a single event, such as a pass play then immediately afterward the microprocessor may 
generate on the video monitor 14 a brief (e.g., 3 second) fluid motion picture showing an entire pass 
play, which may be accompanied by sound effects such as cheers. 

The game of the instant invention also contemplates that if a player achieves a certain 
winning condition in the game, such as by achieving images in frames 36, 38, 40 which form a 
single event, then the game may entitle the player to participate in a secondary game, with the 
possibility of winning an additional award. For example, if a player achieves the winning condition 
of a pass play event depicted in the frames 36, 38, 40, the microprocessor might allow a player to 
spin another virtual reel to determine whether the football player has scored. The images associated 
with the second game, for example, might appear on a real or virtual reel and may comprise only two 
images, one of a referee raising both hands in a position indicating a "score", and the other 
illustrating a referee in the position of crossing his hands in front of his body, indicating no score. 
These two images need not be randomly generated on a 50% odds basis, but may be generated on 
some sort of weighted basis. 

It is also contemplated that the game of the instant invention might offer a tertiary game 
whereby, for example, if the player achieves a winning pass play event in frames 36, 38, 40 and 
achieves a score in the secondary game, then the player may participate in a tertiary game in which 
several other images may be generated, which images might include, for example, a point after 
touchdown kick that is no good, a point after touchdown kick that is good, a points after touchdown 



run which is no good, a points after touchdown run which is good, a points after touchdown pass 
which is no good, a points after touchdown pass which is good. If there is a point or points after 
touchdown play that is good, then the player achieves yet a third winning condition and is entitled 
to additional award. The award for a good points after touchdown may be double the award for a 
good point after touchdown. Again the images in a third game either may be or need not be 
randomly generated by the microprocessor. It is contemplated that the tertiary game would not be 
afforded to a player who has achieved either a safety or a field goal attempt in the first game and a 
score in the second game. It is also contemplated that the award for a safety would be only one-third 
of the value of an award for a score on a run play, a pass play, etc., and that the award for a score on 
a field goal would be only one-half of the value of an award for a score on a run play, a pass play, 
etc. 

There is shown in Figure 3 a video monitor 14 which includes a conventional so-called 3 x 
3 array or matrix of frames 42 - 58. Such an array may be used in yet another embodiment of the 
present invention. In such an embodiment, a microprocessor generates a first image from its library 
of first images for each of the frames 42, 48, 54 in the left-most column of frames, generates a 
second image from its library of second images for each of the frames 44, 50, 56 in the middle 
column of frames, and. generates a third image from its library of third images for each of the frames 
46, 52, 58 in the third column. If three images forming an event are in any horizontal row or in 
either of the two diagonally arranged frames (frames 42, 50, 58 and frames 54, 50, and 46), then the 
player achieves a winning condition. In the embodiment shown in Figure 3, if the player is allowed 
to "hold" the images in certain frames, then it is preferred that such commands be initiated by touch 
screen, rather than by player controlled buttons. The embodiment shown in Figure 3 may also 
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include secondary games and tertiary games as described above. 

It should be appreciated that the array may be, for example, 1 x 2, 1 x 3, 1 x 4, etc., or 2 x 
2, 2 x 3, 2 x 4, etc., or 3 x 2, 3 x 3, 3 x 4, etc., or 4 x 2, 4 x 3, 4 x 4, etc. and so forth. 

Figure 4 comprises a block diagram that schematically illustrates a control system that may 
be utilized with the casino game machine shown in Figure 1 . 

It should be appreciated that the instant invention may include themes and events involving 
sports other than football, such as ice hockey, soccer, baseball, and basketball. The invention also 
contemplates that the events contained in the library may contain a mixture of sporting events, such 
as three sequential images illustrating a high jump event, three separate images illustrating a pole 
vault event, three separate images illustrating a high dive event, three separate images illustrating 
an aerial ski jump event, etc. Moreover, it should be appreciated that the event need not be sports 
related, but, for example, may depict a rocket launch to the moon, a trip to the supermarket, or a 
series of job promotions. 

The invention also contemplates that color or colors associated with the graphic designs 
appearing on the machine housing 12 or on. the border of the video monitor 1 4 may correspond with 
the color or colors of the uniform of the football player which is identified with the casino player. 
For example, the machine housing 12 may be painted in a red and gray color theme and the football 
players appearing in the video monitor 14 include players having a red and gray colored uniform, 
which players are identified with the casino player. By way of further example, the three images in 
a pass play would show a player in a position of passing the ball appearing in a red and gray uniform 
and the player who is about to catch the ball also appearing in a red and gray uniform. In contrast, 
for an event comprising three images of a pass interception, the player shown in a position of passing 



the ball would be in a uniform having colors distinctly different from red and gray, and the player 
shown catching the ball (intercepting the ball) would be shown in a red and gray uniform. 

Those skilled in the art will also appreciate that the game of the instant invention may be 
used in a tournament format in which several players independently play a corresponding machine 
1 0, each player starting with an equal amount of credits. At the end of a prescribed time period, the 
player or a certain number of players with the highest credits will advance to the next round of the 
tournament, until a winner or winners are designated. In a similar fashion, each player may represent 
a football team, and after an initial round, the teams with the highest credits will advance to the 
playoffs. In such a format, the player/team having the highest credits at the end of the initial round 
will play against the player/team that made the playoffs with the lowest amount of credits at the end 
of the initial round, until all but one of the players/teams is eliminated. The final round will pit two 
players against each other in something akin to a "Super Bowl". 

It is to be understood, however, that even though numerous characteristics and advantages 
of the present invention have been set forth in thejbregoing description, together with details of the 
structure and function of the invention, the disclosure is illustrative only , and changes may be made 
in detail, especially in matters of shape, size and arrangement of parts or types of material within the 
principles of the invention to the full extent indicated by the broad general meaning of the terms in 
which the appended claims are expressed. 

Although particular embodiments of the present inventionhave been described and illustrated 
herein, it should be recognized that modifications and variations may readily occur to those skilled 
in the art and that such modifications and variations may be made without departing from the spirit 
and scope of my invention. Consequently, my invention as claimed below may be practiced 
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otherwise than as specifically described above. 
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